THE ROLE 
OF THE 
SIDEKICK 


Inside Zelda began 
with a look at the 
visions of Twilight 
Princess director Eiji 
Aonuma. Since then, 
IZ has visited many 
members of the Twi- 
light Princess devel- 
opment team who 


MAKOTO 


have to ensure that 
MIYANAGA | their piece of the 
NINTENDO | grand puzzle stays 
KYOTO 


true to Aonuma’s 
vision. It takes a 
strong leader like Aonuma to keep so 
many creative minds on the same page— 
but it also takes a great support person. 
Makoto Miyanaga is the one tasked with 
the endlessly busy job of ensuring that all 
of Aonuma’s decisions are carried out by 
all the teams working on Twilight 
Princess. Given the enormous size of the 
game and its vast development crew, 
Miyanaga must put on more miles walking 
the halls of Nintendo’s headquarters than 
anyone else. With little time left until E3 
2006, we went to Aonuma’s go-to man to 
find out the status of the game—how’s 
Twilight Princess looking? 
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Staying in Synch 
Any time of year is a busy 
time for me as an assistant 
director. But as anyone in 
game development can tell 
you, there’s no busier time 
than in the lead-up to E3. As 
Mr. Aonuma’s assistant direc- 
tor, | do everything | can ta 
guarantee that his directions 
are fully realized among the 
whole team, executed cor- 
rectly in each section, and 
that the entire development 
is staying on the right track. 
At the moment, I'd say that 
development is at the point 
where the game's outline is 
very close to being nailed 
down. The main flow of the 
game is getting a few tweaks, 
d changes are being made 
to some of the many branch- 
ing storylines that always 
make up a Zelda adventure. 
You've heard from many 
people on the team that 
we're under great expecta- 
tions to exceed Ocarina of 
Time. | see Twilight Princess's 
development from a privi- 
leged perspective, since | 
work with many teams 
almost every day. Sol'mina 


Realistic action in Zelda II? Miyanaga says that when he was 
young, the game gripped him like no other. 


unique position to see how 
the pressure from Ocarina 


translates for different people: 


sometimes good, sometimes 
Not so good. For example, 
there's a feeling that we 
absolutely can't “lose” to 
Ocarina. And that creates a 
lot of pressure. As we pro- 
ceed, we're seeing unbeliev- 
able things being created for 
Twilight Princess with lavish 
attention to detail. 
Sometimes I wonder, when 
| encounter one of the many 
spectacular creations that | 
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Bringing the wolf to life in the most authentic way possible has been animmense, 


new challenge for the Zelda team. You'll be delighted to hear the status. ... 


seem to be bumping into 
more and more lately, did we 
really need to go to such 
lengths to provide the 
extraordinary detail? As 
someone who was involved 
with Ocarina development as 
afield designer, ] remember 
the equally strong passion for 
creating something new and 
unprecedented—the same 
Spirit that the Zelda team is 
feeling now. 

In more-recent Inside 
Zeldas, you've already been 
hearing how important a 


As Mr, Aonuma’s assistant director, | do everything | can to guarantee 
that his directions are fully realized among the whole team. 
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visual sense of touchability 
has become among our 
designers and programmers. 
Natural, comfortable piay 
contrai—that, too, has 
become all-important for the 
new Zelda game. Also, you've 
heard many people mention 
how realism isn't actually our 
first priority. Stunning graph- 
ics and character motion are. 
(All that being said, I'm often 
struck at the shocking level of 
detail, as I’ve said, and 
Twilight Princess far surpass- 
es previous Zelda titles like 
Ocarina. But ! digress.) As 
assistant director, it's been 
nice to see them echo these 
same thoughts, since they're 
a core part of Mr. Aonuma’s 
vision for Twilight Princess, 
and it means that everyone is 
indeed on the same page. 
That's especially important 
when breaking fresh ground 
in game development. For 
instance, bringing the 
playable wolf to life in the 
most authentic way possible 
has been an immense, new 
challenge for the Zelda team. 
You'll be delighted to hear 
the status: We've got the walf 


moving around quite natural- 
ly in gameplay, and the play- 
er’s feeling of moving as the 
wolf is incredibly natural. Just 
alittle fine-tuning, and the 
wolf will be ready for 
playable prime time at E3. 


Groundwork with 
Nintendo 

('ve been a huge video game 
fan since my days in elemen- 
tary school. Not just on the 
Famicom system (NES to you) 
but very much on the early 
personal computers, too; it's 
there that | could create my 
own fun, simple programs 
when | was a kid. | have espe- 
cially vivid memories about 
Zelda |I: The Adventure of 
Link, however, since it came 
out around the time that | 
was studying hard for my 
high-school entrance exam. 
The moment that | finished 
that tough exam, | ran ail the 
way to the store to buy Zelda 
il. And it was worth the wait: 
The Zelda Il experience was 
sensational, Back then, the 
action scenes were incredibly 
realistic for me, and | was 
completely absorbed. 


My interest in games con- 
tinued all the way through my 
university days, of course, 
when | studied commercial 
visual design. But it never 
seriously occurred to me that 
| could work in video games 
until my graduation date 
approached and | had to 
think about my future career, 
Many of my friends were tak- 
ing their design skills to 
advertising agencies, but I 
wanted to use my talents at a 
company that made products 
of some sort. So | applied for 
a position at Nintendo. For 
my job interview, | showed 
some of my work: a card 


Miyanaga’s first work with field design at 
Nintendo was on Super Mario 64, where he 
slaved away on the details of the pyramid. 


game that I'd designed, plus 
an original backpack design— 
maybe not the typical calling 
cards that people use to 
break into the video game 
industry! 

My first position with 
Nintendo was working as an 
assistant debugger, and | 
quickly learned that the idea 
of personal time flies right 
out the window when you 
work in the game industry: no 
long summer vacations, and 
weekends off? Forget about 
it! Then the first time | 
worked on actual game 
development was on Super 
Mario 64, where | joined the 
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project when it was already 
well under way, and | 
designed the inside of the 
pyramid, plus Peach's secret 
slide. Field design is all about 
creating a place where the 
gamer can play around, 
where the player can directly 
interact with the environ 
ment. It's important design 
work, and | was glad to work 
on several other titles after 
Super Mario 64 in the same 
capacity. Interestingly 
enough, | was always called 
into projects also well under 
way, where the team needed 
extra help. 


He was brought in much earlier on the 
first Pikmin game, where he helped lay 
the groundwork for what the landscapes 
would look like. 
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Development is about to reach an even more fevered pitch, and 
I'll have my head in Twilight Princess 24/7 . 


Seeing the Big 
Picture 

But Pikmin was the excep- 
tion. | participated almost 
from the very beginning of 
development. Like many 
Nintendo games, and many 
Zelda games, Pikmin fol- 
lowed the Nintendo philoso- 
phy of “miniature garden” 
design, where the player 
plays in an evocative, well- 
defined environment, then 
discovers that some small bit 
of what you can see in that 
area is actually part of a 
wholly separate area, Piece 
by piece, it all adds up over 
time into a vaster world of 
discovery. Pikmin was my 
first game where | learned to 
see game development from 
this perspective—a mind- 
expanding project for me. 
But Pikmin was also interest 
ing to work on from a techni- 
cal perspective: We took 
photos of real things, then 
translated those images into 
graphic polygons. Fascinating 


Miyanaga probably sees his 
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process. But of the many 
games that I've worked on, 
Ocarina of Time still occupies 
acherished part of my mem- 
ories, As | worked on its field 
design for Hyrule, there were 
a huge number of challenges 
and concepts that we'd never 
seen before in game devel- 
opment. Even now, I’m still 
astonished that we tackled 
so many of those ideas and 
pulled them off. 
Ocarina, however, I've tend- 
ed to get involved with more 
and more discussions of the 
“bigger picture” of each 
game and done less actual 
design work, Which led to 
working with Mr. Aonuma to 


Since 


oversee the entirety of 
Twilight Princess, which is a 
very high-pressure responsi- 
bility. But I'm very lucky to 
have the chance to work with 
Mr. Aonuma on this game. 

In Twilight Prince e 
taking up many challenges 
that we could never have 
done in Ocarina. Therefore, 
many people are intensely 
thinking about how this new 


daughter's drawings more than 
his daughter—that’s how busy he is with Twilight Princess! 


Miyanaga loves the emotional depth and range behind Twilight Princess’s mysterious new 
character Midna. Of course, he would. He’s watched Midna grow up a lot since last year’s E3. 


“miniature garden” comes 
together 
ironic term 


-somewhat of an 
iven how huge 
Twilight Princess is. We never 


exactly had ystal-clear 


e started to 
ate its landscape, just a 
ral notion of its 
ture, And as we've had many 


discussions over many 

months, that blueprint has 
kept evoly 
sculpting in cl 
ple, tho 
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e've proceeded, and as 

ed on the mean- 
ing of “Other World,” we 
continue to realize that it’s 
still too early to finish sculpt- 
ing. Many ideas can still be 
absorbed into the final work. 
We've shown so little of that 
“Other World,” but you have 
seen the new character 
Midna. | like Midna a lot, 
because that character 

shows a wide variety of emo- 
tional expression and has a 
lot of depth. I’m also seeing 
how Link has grown into his 


most human depiction yet 
seen ina Zelda game, with 
moves and expressiveness 
that stay in step with what 
the player is feeling ina 
variety of scenes. 


Life? What Life? 
Development is about to 
ach an even more fevered 
pitch, and ’ll have my head 
in Twilight Princess 24/7, so 
I'm trying to squeeze in an 
off day here and there before 
that happens. There's just no 
time to pursue my per sonal 
interests—and | rarely even 
have any time for my family! 
Sure, | have a Jot of guilt 
about not spending more 
time with my six-y 
daughter, since v 
home, I'm probably soaking 
up just enough p before | 
head back into work. But 
that's the game-development 
lifestyle, especially an a proj- 
ect as important as Twilight 
Princess. For now, it’s my 
whole life. Actually, on the 
fare occasion that I can get 
away to a movie or watch 
some TV, ! find it difficult to 


simply relax and enjoy it. I've 
always got my "creator hat” 
on and am always picking 
apart how the shows and 
movies are made. 

Everyone on the develop- 
ment team knows how much 
you're looking forward to 
Twilight Princess. We're 
working extremely hard to 
ensure that it'll deliver a 
fevel of excitement far 
beyond what you've ever 
seen ina Zelda game. Not 
just for all you longtime 
Zelda fans out there, but also 
for all the newcomers that— 
| promise—are going to want 
to experience what we've 
been dreaming up. Heard 
those sentiments before in 
Inside Zelda? Great—then I've 
been daing my job. It'sa 
point that Mr. Aonuma drives 
home ail the time, and I've 
ensured that the message 
stays loud and clear around 
the whole development 
team: Twilight Princess will 
be a game that everyone will 
want to play. 


